b Sample Custom Muses 


Co-Pilot 


Vehicles come with a pilot AI already, but this 
program is a little more advanced. With a Co-Pilot 
program, you get a helper who can not only drive 
your vehicle but also help with navigating, repairs, 
and even negotiating with docking authorities. 


| SoM REF COG INT SAV WIL | 
10 20 20 10 10 10 
Skills: [Craft] refers to the type of vehicle used by 
the co-pilot program: spacecraft, groundcraft, etc. 
Academics: Computer Sci ([Craft] Specialty) 70 
Hardware: Industrial ([Craft] Specialty) 40 
Hardware: Electronics ([Craft] Specialty) 40 
Hardware: Aerospace* ([Craft] Specialty) 40 
Interest: [Craft] Design 70 
Navigation ([Craft] Specialty) 70 
Pilot: [Craft] 40 
Protocol (Docking Protocols Specialty) 40 


NT 


Cost: High 


Cultural Translator 


For those who want to really fit in when visiting a 
new area. This program helps by translating local 
languages, filling you in on cultural references, and 
coming up with suggestions for cultural touchstones. 
The advanced abilities of the program also mean that 
its translations are exceptionally nuanced so when it’s 
feeding its host lines they don’t sound like robots. 
Combined with a Mr. Go-Places program it’s the next 
best thing to being a native. 


| SOM REF COG INT SAV WIL | 


Art: Fashion 60 
Art: Music ([Culture] Specialty) 60 


Cost: High 


Mr. Go-Places 


The infamous travel guide muse is available for 
nearly any location in the solar system thanks to the 
success of the Transhuman Travel microcorp. Even 
the Jovian Republic has versions for their cities, 
though there are contact complaints about these being 
out of date. 


| SOM REF COG INT SAV WIL | 


10 10 10 10 10 10 


™~ 10 10 20 10 10 10 
N Skills: [Culture] can be any of the major cultures in 
the system (Jovian, Maritan, etc) or an isolated one 
(Nova York, Sifter, etc). The Language skill can be 
any language representative to the culture the muse is 
programmed for. 
Language: Any 90 
Protocol ([Culture] Specialty) 40 
Persuasion 40 
Interest: Cultural Memes ([Culture] Specialty) 70 
Interest: Trivia 60 
Interest: Celebrity Gossip ([Culture] Specialty) 60 


Skills: [Location] refers to any hab or city such as 
Locus, Erato, Gerlach, etc. 

Navigation 40 

Interest: [Location] Restaurants 35 

Interest: [Location] Hotels 35 

Interest: [Location] Sights 35 

Research (Tourism Specialty) 25 


Cost: Trivial 


Morphologist 

The Morphologist AI is something of a cross between 
a standard muse and a vehicle AI. It’s designed for 
people in new morphs who don’t know what they’re 
doing, providing helpful hints and even taking over in 
emergency cases. They work best in morphs with 
puppet socks that they can commandeer if the user 
gets in over their heads, but even having them around 
is a helpful bonus to the truly clueless. 


Synthmorph/Pod Version 


Morphologist Als for morphs with cyberbrains focus 
on providing technical backup to a user in case 
something happens to the morph’s structure. They 
have hardware skills and can talk the user through a 
repair (providing a teamwork bonus; see p. 117 of the 
core book) or even taking over the morph through a 
puppet sock implant and doing the repairs 
themselves. Likewise, they are more than familiar 
with the specs of the morph they are designed for and 
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can answer any technical questions a user might 


have. 


| SOM REF COG INT SAV WIL | 


10 10 10 10 10 10 


Skills: The following skills are default for a 
Morphologist AI written for synthmorphs and pods. 

Hardware: Electronics 50 

Freerunning 40 

Infosec 20 

Interest: Morphs 80 

Interface 40 

Perception 40 

Programming 20 

Research 20 


Customization: Morphologist Als will be optimized 
for their particular morph and might have different 
skill ratings depending. Add Flight for morphs that 
have aerial mobility systems and Swim for submarine 
morphs. Flexbots and swarmanoid Morphologist Als 
often have the Panopticon Trait to assist in watching 
through the multiple sensory systems of their morphs. 


Cost: Moderate 
Biomorph Version 


Morphologist Als for biomorphs are more medically- 
focused than those for synthmorphs and pods, to no 
surprise. They also aren’t as adept in general at 
directly controlling the morph since puppet sock 
implants are far less common in biomorphs. They 
can, however, stay active even when their host is 
passed out and direct a surgical bot to perform 
necessary surgeries remotely, which some users 
utilize to do their own implant work. 


| SOM REF COG INT SAV WIL | 


10 10 10 10 10 10 


Swim, or Climb as appropriate and specialties to 
Perception or Research if a particular morph would 
benefit from them. 


Cost: Moderate 


Overwalcher 


Any team of professionals in the modern day needs 
mesh support. Without it, they might as well be 
walking in without guns or armor too. If the team 
doesn’t have the know-how to protect itself from 
opponents messing with their brains and smartlinks, 
they can use this custom muse to fill in. It has the 
knowledge to manipulate the mesh and foresee 
common tricks before they arrive. 


| SOM REF COG INT SAV WIL | 


10 10 20 20 10 20 


Skills: The following skills are default for a 
Morphologist AI written for biomorphs. 
Interest: Morphs 80 
Freerunning 20 
Medicine: Paramedic 60 
Medicine: Remote Surgery 50 
Perception 60 
Research 20 


Customization: As with the synthmorph 
Morphologist Als, these programs are optimized for 
the morphs they are written for. Add ranks in Flight, 


Skills: The Overwatcher custom muse has the 
following skills, although it can be customized. 

Academics: Mesh Systems 90 

Art: Simulspace Design 90 

Infose 40 

Interfacing 40 

Interest: Mesh Culture 90 

Profession: Mesh Security 90 


Cost: Expensive 


Uplift Ambassador 


Sometimes humans have trouble operating in uplift- 
dominant communities. but this program helps them 
navigate the differences. The best of these are 
programmed by uplift technicians and some 
Mercurials see it as a way to promote their culture 
and gain cultural traction. Some see it as tokenism or 
worse. 


| SOM REF COG INT SAV WIL | 


10 10 15 10 20 10 


Skills: [Species] refers to any uplift species such as 
neo-octopus, neo-avians, etc. 

Interest: [Species] Culture 45 

Interest: Mercurial Movement 45 

Protocol (Uplifts Specialty) 40 

Kinesics (Uplifts Specialty) 40 


Cost: Moderate 
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